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Introduction 


Being an intergalactic hero is tough work, 
but Duke’s been known to party just as hard 
as he works. One night, while enjoying the 


company of a few ladies down at his favorite 
ee night spot, Duke's fun is interrupted by a 
__bright flare of light, and the entry of two 


LA.R.D. Pig Cops. “What the?” Duke 
mutters before drawing his-Desert Eagle and 
dropping both of them before they can raise 
their shotguns. Scowling, Duke heads for 
the exit, thinking that there shouldn't be 
any more of those alien dirt bags showing 
up. After all, last time he sent their leader 
homeérin pieces, so they ought to think — 


twice before.messing with Duke again. 


Things only get worse outside, as Duke 
finds his vintage ride converted into a 
junior-sized-girls bicycle, complete with pink 
trim and tassels. The streets are crawling with 
Pig Cops, and there's no doubt who they've 


come for. As he headed into the street, gun 


blazing, Duke was heard grumbling, 
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“Damn. didn't even get time to finish my 
beer.” Once the haze of gun smoke lifted, 
Duke began his search for the source of the 
aliens. /l know one thing,” he said as he 
strode out of sight, “Someone’s gonna 
pay—its definitely time to kill!” 

Duke Nukem: Time to Kill pits Duke against 
his old enemies, the alien menace, but this 
time, there’s a new twist. It seems that the 
aliens have gone back in time to wipe Duke 
off the planet so that he won't be able to 


| interfere with their plans. Duke will have to 


unt them down through the-Old West, 
ledieval, and Roman periods before finally 
tting the present back to reality, Along 


_ the way, hell have to battle hordes of alien 


Pig Cops, Draks, Necobrains, and other 
assorted nasties. It's not going to be easy, 
but then, it never is. Get ready to head out 
on a time-hopping, alien-blasting, blood- 


„splattering binge that won't stop until the 


al alien is face down at Duke's feet. 
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Before you run off to save the planet (and Duke's ancestors), take a quick look 
ing you need to know to get started is here, including: 
and Ak en tips for keeping Duke alive. 
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A GAME 


SETTING 


When you pop the Duke Nukem: Time to Kill CD in Ee 
your Playstation, the opening movie will play. After GN 
the game checks for your memory card, you'll be 

prompted to press START. 


‘The main menu has four options: ONE PLAYER, TWO PLAYER, 
LOAD GAME, and OPTIONS. Select OPTIONS and press the X 
button. The next screen you'll see has SOUND, 
CONTROLLER, and GAME SETTINGS. 


The SOUND menu is straightforward—set the Sound Effects, 
Music, and Speech to your taste, and select Mono or Stereo. 
Return to the previous menu and select CONTROLLER. 


setting while before c ng them, at lea 
know whether they are comfortable. ed oneb 

assigned to each function. Once you're donet 
the previous menu and select GAME SETTINGS, 


Game Settings include AUTO AlM, which {hether or not Duke will auto-aim at the nearest 
target. You should experiment with this option; sometimes it's a life saver, at other times it can be a 
bit frustrating. Leave it ON for now, and chang it later if you don't like the current setting. 


The GORE Seng toggles the amount of blood that splatters when Duke or an alien is shot. Set this to 
NONE if you're squeamish (or have small children); set it to SOME or te if you're into splattering 
animated blood all over the screen (and who isn't?). 


mike ee Ë difficulty tune pr 
en the toughest gam e with configuring’ 
Game Settings, re 


ĳ Il discuss the TW 
section. For now, select ON 
_ CHOOSE DIFFICULTY LEVEL menu. 


There are four settings here: WUSSY, GET SOME, LET'S GO 
and DEATH WISH. Select WUSSY if you'r | 
hurt, and. DEATH WI you know what yot 
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thís guide were pia 
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Duke's got all the moves he needs to defeat the aliens. Unfortunately (for him) he has 
to rely on you to know how to get him to do them. This section covers a few basic 
maneuvers that Duke will need to use if he’s going to get the job done. 


‘Basic! MOVES _ 


Duke's basic moves are Ai by one 


press of a controller button. They are listed 
with their corresponding button on the 
_ CONFIGURE CONO screen in the 


__ OPTIONS menu. B Di can only perform one of 
| en the following functions at a 
time. The only time this is an 
iSSUe g when he's en Eg 
jetpack. Stow the je Spee when 
not in use so that Duke can 
jump without using up its fuel. 


° { Y hd JUMP—Pressing this button will cause 
: Af Duke to jump if he isn't in water or 
Î wearing a jetpack. Duke can perform a 
E k \ running jump, or he will jump straight up if you push the button while he is 


standing still. To get on top of an obstruction, put Duke against it, then press 
this button to-make him jump while pressing the FORWARD button on the D- 
pad. If the object is low enough, Duke will step onto it. 


=SWIM—Duke will automatically go into swim mode if he is in water. The D-pad 
keys rotate his body up or down when he is underwater, and propel him when 
his head is above water. While underwater, use the SWIM button to move Duke 
forward once you've used the D-pad to point him in the direction you want him 
to swim. Watch the air gauge on your display—when it starts counting down to 
zero, you need to get Duke to the surface or he'll drown. 


JETPA ACK-—Pressing the button when Duke is wearing a jetpack will cause a burst 
of propellant to burn, lifting Duke off the ground. The propellant burns as long 
as you hold down the button, so use short bursts to avoid burning jetpack fuel 


can be a bit messy if he's over lava, or a long drop. 


too quickly. When the jetpack runs out of fuel, Duke will fall. Needless to say, this 


When you press this button, Duke draws his weapon. He won't fire it until you press the FIRE/ACTION 
button, but he must have it drawn to do so. This button is useful for climbing, since Duke can't start a 
climb, or grab a ledge if he has his weapon out. However, once he is on a ladder, Duke ‚can draw his 


down the fire button will repeatedly fire the same weapon, at 
out of ammo for it. 4 ee 


ACTION_— When Duke's weapon is holstered or in his backpack, pressing this 
will cause Duke to grab ledges, (when he attempt: 1p), push buttons, plac 
crystals in their holders, or any other game acti to perform. Use this 
button in conjunction with JUMP to grab ledoed 


button down to crouch, which is useful for getting Duke through cons spaces, as we 
behind crates and other cover. 


feature primarily for aiming Duke's weapon, but it's also useful in ‘searching ze 
overheen You can Ee while on a ladder as well. You can 0 move while your looking, SC make sure 


ie) d 
| Duke take smal is steps to the side, or with the FORWARD button on the D-p; 
1ä an ae ae SNE wig keeping them in your sights b; 


DUKE TIPS 


Now that you’ve got the basics down, take a look at the following tips. Once you’re 
armed with these, you've got all the info you need to turn back the clock and restore 
Duke to the present. 


g-Duke won't survive long if you don't get used to using the 


STRAFE LE /RIGHT buttons. Practice using them, especially around corners—they 
reatly extend Duke's life. 


_® Use the right tools—Pig Cops and Draks, as long as they aren't in groups, will go 
__down just fine if Duke uses his pistol on them. Save your more powerful weapons 
for multiple-target situations; wasting an RPG round on a single Pig might look 
cool, but you'll wish you had:that round back when you round the corner into a 
mob of Necobrains. _ 


4 Explore caref full en of the areas you need to visit aren't immediately obvious. 
zn __You can complete a level without even seeing portions of it in some cases. A good 
HR OO practice is to clear the area of all aliens, then go back through, searching for 

secrets and other areas. 


f ® Leave an escape route—Before taking on a large group of aliens, make sure you 
Wi have room to run away and heal Duke before you attack again. Chances are, you'll 
gn „need the break. 


® Watch those blasts—All of Duke's explosive weapons—RPG, Pipe Bombs, 


Dynamite—have large blast radii. Make sure Duke doesn't get tapped by his-own 
weapon by holding your fire when he’s too close to the detonation point. 


* Don’t waste health_—Don’t pick up a health power-up, whether health or first-aid 
kit, unless Duke is really in need of it. You can only get up to 100 percent, so 
picking one up when Duke is 95 percent is a waste—remember the item's location, 
and come back when he really needs it. 


Look up—The natural tendency is to expect attacks to come from ahead or to the 
side. Be sure you scan new areas top to bottom to avoid attacks from above. This 
will also help you spot other areas you might not normally see. 


ioritize enemies—Hellwings, Necobrains, and Heavy Draks are priority one, since 
‚they are tougher to bring down and do more damage than Draks and Pig Cops. 

_ Always focus your fire on the most powerful enemy in the room first, then finish 
off the rest. 


Run away like a man—There’s no shame in leaving a fight Duke can't win. When 
things get really nasty, retreat, heal Duke, and try_ 


Listen to Duke--Besides comic relief, there's anot son to listen to Duke. From 
time to time, he'll say things that you'll find useful. Also, you may not know you dd 
being shot (especially in No-Gore mode) unless you hear Duke tande, in pain. 
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Weapons and Gadgets 


Duke might be capable of taking out those past-wrecking aliens single-handed, 
but his job would be tough ifhe didn't have any tools to help him. This section. 
covers all the weapons, inventory, and other items that Duke will find along the 
way. With all these at Duke's disposal, it's just a matter of time before Duke kicks 
those alien scu’ off the planet again—for good this time! 


WEAPONS 
Á Versatility is the key to.success, and. Duke is the king of using whatever he’s got to get the a 
5 job done. There are 17 weapoi available (including two upgrades), but some of them only Ee 


_ appear in certain time eriods. Take a look below, and get familiar with everything. It’s a 
safe bet Du 8 nna need it all to wipe those alien scumbags off the planet for good! 


E. jl Time Period: All 
el Duke's got the moves to take down a few aliens, even when he’s unarmed. 
N \ When he's all out of ammo for his weapons, Duke will resort to a series of 
Kl kicks to take ‘em down. All the kicks do the same amount of damage. 
b Ì However, don’t plan on making it far this way. Go find a weapon or some 


ammo. quick! 


riod: Roman 


Duke’s-throwing. knife requires some skill to use, since there is no 
auto- aim feature that enables it to seek a target. You'll need to lead 
ictim, or catch them standing still to plant one of these in their 
‘forehead. You!’ll find this weapon in the Roman era, but while you're 
there, look for more serious firepower— you'll need it! 


Time Period: Roman Ee 


As with the throwing be de throwing axe doesn't Dee targets. 
However, it is much more powerful than the knife and has a-larger 
damage area. If you have the choice, use the throwing. axe instea 
knife, unless you have a weapon that auto-aims. 


“Time Period: Medieval 


The crossbow fires a single bolt at its target, and has a fairly fast reload 
time. It also auto-aims at targets, which makes it a good weapon to 
relie on in most situations. Its one drawback is that it isn't nearly as — 
powerful as Duke's combat shotgun. Don’t stand still while using th 
crossbow—step behind cover to make sure you live long en 
take ‘em down. 


The Desert Eagle is the first weapon Duke will 
the aliens attack, so it's fitting thathe puts down tk WO 
it. With its good rate of fire and solid stopping power, the Eagle 

weapon to use from short or long range, since you can aim-accurately with it. If you complete 
challenge level, the Super Eagle, a Desert Eagle that fires twice as fastvas Duke's standard Eagle, 


yours for the rest of the game. 


Time Period: Modern, Old West,‚-Medieval, Roman 


Some Pig Cops will cough up-these powerful shotguns, and Duke ma 
even find a few lying around. However you get your hands on-on 
combat shotgun will definitely make your life easier. It has a 
fire than the Desert Eagle, but it packs more power per shot. It â' 
spread.to its damage pattern, so you'll likely damage more than one target if they are close together 
Like the Desert Eagle, the combat shotgun auto-aims at the most likely target in Duke's line of sight. 
you complete the second challenge level, your shotgun will be upgraded to a more powerful 
combat shotgun that fires three shots in succession between reloads, and does more damage: 


Time Period: Old West 


Duke will find this weapon on st trip back in time to the 
Old West. The buffalo rifle is e shot rifle that fires slightly 
„slower than his Desert Eagle, yet is a much more powerful gun. 

Usé the buffalo rifle in one-on-one situations, but be careful 
using Ît in a crowd—it doesn't fire fast enough to drop multiple 
aliens fast enough. 


Time Period: Modern, Old West, Medieval, Roman 


The Gatling Gun will devastate a crowd of aliens. It's Duke's most 
versatile gesspon, since it works well all nearly all the anemies in the 
the trigger, Faking it easy to clear a room in no time. The Gatling Gun's 
rotating barrels put out a steady stream of lead that will take down even 
_ the toughest jith no ) problem. If you complete the third challenge level, your Gatling Gun will 
_be upgraded to a laser version. This souped-up Gatling Gun cuts through enemies like a hot knife 

er, and its tracers make it easier to aim as well. 


Time Period: Modern, Old West, Medieval, Roman 


The RPG Launcher is an extremely powerful weapon that launches 

deadly rockets from its twin ports. The two rocket ports don’t fire 
_ together, but they pack a powerful one-two punch when fired in 
‚succession. It's rare that Duke will need more than one shot from this 
beast to do the job. The blast radius of an RPG round is large; if Duke 
is-too close to the blast, he!ll take damage— possibly even kill himself. If you complete the fourth 
challenge level, your RPG will be upgraded to an Incendiary RPG that will catch nearby targets on fire. 
This increases the RPG's ability to damage targets on the fringe of its blast radius. 


Time Period: Modern, Old West, Medieval, Roman 


Is that pork | smell burning? The flamethrower is quaranteed to flame- 
broil those Pigs and other alien scum in nothing flat. Although it doesn't 
have tremendous range, the flamethrower will take down anything in its 
path, coating it with a napalm-like substance that continues to burn even 
fter the target tries to escape. Nasty, huh? Just right for those alien freeloaders. Completing the fifth 
hallenge level will gain you the hi-temp flamethrower, which cooks those aliens even faster. 


Time Period: Roman 


Unfortunately, you don’t get to use this weapon much in the game. 
You'll only receive this fairly late in the game, but it's worth the wait. 
The energy weapon combines the effects of an RPG blast (disintegrating 
your targets) and a flame thrower (setting them on fire). An added 

bonus i is that it will seek targets ed within. a room, even if you 


Time Period: Medieval, Modern, Roman 


This baby really cools things down in a hurry. The freezer fires super 
frigid energy pulses that will freeze any target they hit—including — 
Duke-—solid. Further shots at the frozen target will shatter it, as,‚will 
a zer ammo once you've frozen — 
your prey. Step in clos DUS to the job. 


Time Period: Modern 


Pipe bombs are a mainstay of urban warfare. Duke will always find at _ 
least a case of them when he returns to the future, so stock up and us 
them sparingly—there is no other weapon like them in the game. Toss 
a pipe bomb (holding down fire longer results in a longer throw), then 
trigger it by pressing the fire button again. If you decide not to trigger 
it, just walk over it to place it back in Duke's backpack. 


Time Period: Old West 


You'll only find this powerful explosive weapon in the Old West, Unlike 
other weapons, it won't automatically appear in your inventory. select í 
from the Weapons menu, then get ready to throw it. You only ha 
few seconds to release it, or it will explode in Duke's hand-—de 
not-a good thing. You'll need to select another stick manually if you want to use dynamite again. 
Throw that sputtering stick, then get the heck outta, Dodge! ee ke 


u should be right at home with the holy hand grenade. When 
you throw a holy hand grenade, it will bounce around, seeking 
the nearest enemy. When it stops bouncing, you'd better be o 
vof range, because it will explode any second. These are very powerful explosions, so keep Duke out 
härms way when you use the grenades. ed 


There are two kinds of pick-ups: inventory and items. Inventory are items he can store in 
his backpack for later use. Items are instant use pick-ups— once Duke picks ’em up, he will 
use them. If Duke doesn’t need something (such as extra health or ammo) he won't pick it 
up. The two sections below ane Lal of the pick-ups in the game. 


INVENTORY 


ever, he je jetpack won't use ary fuel until you actually trigger it. This 
hen a little aerial action is in 


Time Period: Old West, Medieval 

The biomask protects Duke from toxic gas or drowning. Unlike the jetpack, as 
soon as Duke dons the biomask, it starts working. When the biomask’s charge 
runs out, Duke had better be out of the toxic area (or water), or he will start 
choking. When his breath runs out (a meter appears to count down from 100 
how much breath Duke has left), Duke will die. 


Time Peridts Al ie 
Night vision goggles are eat for many areas Duke has to explore to 
clean up the pigsty those ie have made of his future. They operate 


Time Period: All 

Portable medkits allow Duke to carry 100 points of health around with 
him, and use it whenever he needs a boost. They won’t boost him over 
100 health points, but try to keep one of these in inventory and use it 
when Duke can't find any health, or if he needs a quick boost in a firefight. 


Te Period: All 
Duke will need to collect various keycards to make hi way t 
ortions of all time periods that are locked. Keycards are used in the 
jodern era, while skeleton keys are present in Medieval and Roman 
as. Once Duke picks one up, it stays in his inventory until he 
gproaches the proper door and presses the USE button. The key or 
Card is automatically used to open the locked area. 


Time Period: All EE en 
Each weapon in Duke's arsenal uses different ammunition. When Duke has a particular weapon in his 
possession, whether it is the active weapon or not, any ammo he picks up for it will be added to its 
total available ammunition. Once each weapon’s maximum has been reached, Duke won't be able 


to pick up more ammo for that weapon until he depletes the supply he already has. 


Time Period: All 

Throughout all the time periods Duke visits, there's one constant: When 
he returns to the present, he'll have:to find three crystals—red, blue, and 
green—to activate the time transporter and-go back in time again. The 
crystals are found in their various holders throughout the Modern era. 


ITEMS 


Time Period: All 

Atomic health is the only substance that increases Duke's health to over 
100 points. Each atomic health adds 50 points to his health, up to a 
maximum of 200 total points. Once his health is maxed out, Duke 
won't be able to pick up more atomic health. 


Time Period: All 
Health kits are scattered in various places throughout all the times 
periods Duke will travel to. When Duke is under 100 points of h 
walk over a health kit to gain an immediate health increase. These 
increases are cumulative—you can pick up several of them to get 
Duke back to 100 percent. 


Time Period: All 

First aid kits provide a larger health increase than health kits. Each one 
gives Duke 25 health points if he is under 100. As with health kits and 
Medkits, First Aid kits will not take Duke over 100 health points. 


Time Period: All 

Armor gives Duke extra protection against 

attacks. Armor provides 100 points of protection that wears off gra 
as the armor is destroyed. } 
You will also be able to pick up armor dropped by Pig Cops; however, 
this armor may not be at 100 percent, since the Pig was using it before 
you capped him. 


dually 


E 


Alien Scum 


Duke's seen some of these aliens before, but he'll face several different variants and 
new enemies as he travels through time. This section gives you the info on each of 
them, including the three boss aliens Duke has to face along the way. “Aliens are 
aliens,” grumbles Duk “and the only good one is a dead one.” With the following 
_info, you'll be able o help Duke clean up the alien infestation in no time. 


Duke will run_into these swine in every time period. Although Duke will 

find. them dressed as L.A.R.D. Cops, Sheriffs, Court Guards, and even „A 
aring togas as he travels through time. They have the same capabilities 

n each time period. Pigs carry a combat shotgun. When Duke shoots 

em, they may drop some ammo, or a shotgun. They also will drop their 

used armor. So don’t think of them as enemies; think of them as walking 

weapon, caddies. 


Draks are lizard-like aliens that are a bit tougher to bring down than Pig 
Cops. Their weapon is a rapid-fire pistol, and their fast movement makes 
them tough targets. Duke shouldn't have much trouble taking them on 
one-by-one, but a crowd of these oversized geckos is bad news. The 
good news is that they scream at Duke when they see him, so if you 
hear that sound, get ready to rumble. Use your shotgun, or Gatling gun 
_ toveutsthem down to size. Dead Draks may drop health or ammo. 


Big brother to the smaller Drak, Heavy Draks are larger and pack some 
serious firepower—a Gatling gun. When Duke runs into these monsters, 
you'd better take them out with an RPG round or something equally as 
powerful. Duke cant stand much of the punishment they dish out. 
When Duke does manage to kill them, Heavy Draks may drop Gatling 
gun ammo. 


These huge floating nasties are bad news. Necobrains can be found 
oating around in many different locations, including underwater 
areas: They fire a blast of Duke-destroying energy from their oversized 
gray matter that inflicts significant damage upon impact. If that wasn t 
bad enough, they are alsordifficult to bring down with less than a 
‘Gatling gun. However, one good round from an RPG, or a pipe bomb 
explosion, will splatter them all over the scenery nicely. 


As bad as Necobrains are, they pale in comparison to 
Hellwings. Hellwings are basically baby dragons. They are 
hard to shoot, and they fire balls of flame at Duke from all 
directions. They will also knock Duke down (and possibly 
into water, lava, or off a ledge) at close range. Take these 
beasts seriously and try not to share a room with them. 
Use your RPG to clear the room, or your Energy Weapon to fry them in flight. Be sure auto-aim is on 
when you face Hellwings—drawing a bead on them manually is next to impossible. 


The Reaper is the boss alien Duke has to face once he-has shut down the 
alien gold-stealing operation in the Old West. Armed with dual Gatling 


gun cannons, and rolling on massive tank treads, the Reaper i is up to the £à 


task of taking Duke apart one piece at a time. To defeat it, Duke should 
try to get behind it and plug away with an RPG or other explosives. 
Another tactic is to lure the Reaper near the walls, go behind them,-then lob dynamite or pipe pombs- 
over the wall to blast it into scrap metal. If you're able to snag the jetpack in the arena, fly up to the 
central platform and take it on from there. 


Wing'ed Death is a massive dragon that blocks Duke's return from the 
medieval time period. The dragon swoops around an outdoor courtyard, 
belching fire that will incinerate Duke easily. Duke's best tactic against 
this beast is to use the two long pools of water, both of which have 
health in the bottom, to shield him from the flames as he shoots the 
beast. Whenever Duke runs low on health due to being underwater too 
long, he can grab another first aid kit and stay under. Using both pools in this manner, Ee hammering 
the dragon with all he has should do the trick, and Wing'ed Death will come crashing to the 


The final boss waits for Duke once he has cleaned up ancient Rome. 
Moloch is a massive reptile-like beast that fires twin laser beams from his 
_ hands. Duke can't stand more than one or two shots from Moloch Ë, 
before he's fried, so the first key to winning this-battle is keeping Duke 
moving. Use the four teleporters to move Duke around the arena and 
away from Moloch’s attacks. The four side chambers are full of alie 
eggs that Duke needs to clear out. Once that's done, he can replenish 
is health and ammo inside them, as well as hide from Moloch when necessary. Keep your medkit 
handy, and you should be able to outlast Moloch. RPG rounds and any powered-up weapons you hav 
are the best things to use against him. 


N 


Thus section ges you 


everykhing you need to 
wipe out those aliex 
stumbags and 
restore history to 
ike Way tt should be. 
Each walkthrough | 
weludes all the key 
areas Duke needs 

to visit, 

N cluding 

secret areas | 

and bonus level 
along the Waf 
Strap on your 
sidearm=—it's 


time to kilt. 


| en y: 
you're dodging bullets. You'll follow 
through the streets, back alleys, 
he ancient subway system in his 
uest to wipe the alien scum off the 


The downtown streets are crawling with Pig 

Cops, and every one of them is out for 

b__Duke’s blood. Take the-time to get familiar 
‘with controlling Duke, and took closely at 

: ingthere are plenty of extra 


ast the Pig Cops near the BootyLicious 


planet again so he can get back to more 
Ea, | vager tngs 


_3. Chat with the…er…. lady in the room, then 


htclub, as well as the dnes down the street. 


The Environs 
Fnemies- Pig Cops, Assault Iroopers 


(leapons: Pipe Bombs, Combat Shotgun, Gatling Gun 


Gecrets. 7, Bonus Level 1 


2. Clear the alley near the subway entrance 
of the Pig Cops on the platforms above. 
Climb the ladder that reaches the ground and 
take out the Pigs in the room above. 


flick the light switch to slide the bed back sud E. Ee 
reveal a secret area that contains pipe bombs._» 
The closet in this room also holds as p 


medkit. 


4. Jump/climb to the other platforms in the 
UE to score some shotgun and Gatling gun 
°) er Dsl the es aslg to reveal a 


En se rea with a € ng a inside. Turn 
EN around, then Gn the tenet near the wrecked 
car to grab an atomic health. In front of the Pd ze À 
| car, there's a Betind in the sidewalk. Drop a 6. Step behind the bar and hit the red 
| pipe ed on it and blow it up to reveal a button to open a secret door on-stage. Inside, 
| secret passage below. ER into the hplë tok ‘II fing dd ahikd Pig Cop who will cough. up 
| below an de the n t vision goggles ä un when-he dies, and another 


your right. atomic-health 4 | AS 


Tiss passage connects with the subwa 
entrance around the corner. Shoot the 
gas canisters to blow a hole to that 
Pasi Ale you can climb back 
ip th WGR the ee you entered 
rougg. ither way, be sure to enter 
Booty Licious beföns continuing. 


7. Head for the subway entrance outside, 
and kill the Pig Cops loitering below. 

s security key. Use it on the red 
buiten Gn to enter the subway. 


_ Careful—don't shoot a dancer, or more Pig 
Cops will SP. Check out de eee in 


seems. You'll need to start the derelict train 
before-you can continue, but once you start 
exploring, you won’t be feeling so lonely. 


 1.»Jump down onto the tracks and head past 
‘the glass control room on your left (you can't 
shoot the Pig Cop in there yet). Blast the two 
Troopers ahead, then jump onto the platform 
on your right and kick open the doors. Shoot 
the Pig Cops inside, then push the button 
below the lightning-bolt on the wall to turn 
on the power. 


2. The door to the glass control room is 
de and take out the 


leaving an op 


ening behind it for you 


The subway platform is abandoned—or so it 


3. Take out the Pig Cops on the tracks. Your 
fire opens an entrance on your left—if not, 
make one. Wipe out the Troopers in the hall 
to your left. Be sure to grab the Transport 
Room ID one of the Troopers drops— you'll 
need it later. 


he Transport Room is on your left as 
A you enter the hall, and you could enter 
it now-—good luck using if, though. Duke 
needs to find three crystals to activate th 
transporter. Unless you re just curious, 
dont bother entering the room yet. 


«ll 


Time te 


The first of the three crystals you need to 
collect to fire up the transporter is located 


down the first corridor on your right, and 


Duke will have to do some fast shooting 
o reach it. 


1. Follow the corridor across from the 
Transport Room and take the first right once 
you're inside. A Trooper is waiting for you, 
so be alert. The corridor opens onto a large 
room with two chain-supported walkways 
and a pool of water below. 


way. Take a Hoi he you Menden Sn 
corridor. 


the ov 


1. Follow the hall until it opens onto a large 
room with ducts above you. Get the 

on g s on your LOE then walk to th 
other end of the ledge you're on. Jump. dow 
to the small platform,below the passag 
_ can see in the left wall. 


2. Climb up (once you've taken care of the 
Pig Cops and Troopers ahead) into the 
passage, and turn on your night vision 
goggles. Follow the corridor straight ahead 
when it branches, and keep going until you 
reach a ladder above vonEE nie EAN to a 


secret area that contains some | ammo. As 
pe you Peach the top of the Hicter, slak left and 
Ô shoot the grate in the wall to find another 
“secret area that contains a surprise, which will 
allow you to reach Bonus Level 1. Climb up 
_ ad and get the ammo. 


3. From the secret area, drop down into the 
room full of crates and open fire on the room 
full of aliens waiting for you. Ignore the 
s blocked, red-lit passage for now—it’s the 
other branch of that corridor that led you to 
thessecret area. 


5 Therese an ammo stas| à 
of the ĳ latform ed down once Ain En. 
; 4 


4. Enter the watery corridor and kick open 
the doors at the end. Keep going, and when 
you reach a room with walkways over it, kill 
the Troopers blocking your way and take the 
walkway to the right. 


5. In the room beyond the walkway, there's a 
machine gun turret that will open fire on you 
as you approach. Rush it with guns blazing—a 
solid Aoun blast ka take it out. Swim over 
and t the valve on the platform to fill the 
zake with water. Return to the walk 


h on the-back stde 


water has drained and get the ammo. 

inside. Also, get the po t 
located at the end of the narrow epen 
of the dry pool. Shoot the grate to get it. 


6. Once you are in the chamber with the 
walkways, turn the valve located on your 


This will allow you to swim into a passage 
below, located under the walkway. 


7. At the end of a lengthy swim, the room 
with the blue crystal inside is guarded by a 
single Trooper. Blast it, get the crystal, and 
return to the walkway room. Climb onto the 


way back to the room with the crates. 


right to raise the water level in the chamber. 


platform at the top of the long ladder to get 
out of the pool, and retrace your steps all the 


_ reach the walkway on the side you started 


You're almost there, Duke. One more crystal 
to go and you will be able to follow the 
alien’s through time by using the Transport 
Room. _ E 


1. From the crate room, follow the red-lit 
corridor and take the first right once inside. 


Use your night vision goggles to find your A 
way back to the chamber where you found $ N 
them. A 4 


2. The ductwork above this chamber.is worth 
exploring. To get to it, jump onto the ducts 
from the ledge below the passage you just 
came from. If you fall in the water, swim out 
then climb the platform in the center. You can z 


from once you are on top of it. From there, 
jump up to catch the grill-capped duct above 
you. Follow this plus-shaped duct around— 
jumping carefully—to find an atomic heal 


the “plus” symbol and jump to catch the duct 

across from you. Use it to jump into the small 

elchV in Ed corner, whieh contains a secre 
RPG, and a } 


4, Tired of duct-hopping? To get across the 
walkway easily, climb back on top of the same 
grill-capped duct, and jump across the air 
ducts until you reach the other side. 


5. As you follow this corridor, beware of the 
machine gun turret just beyond the large 
crate ahead. Stay to the sides of the passage 
as you try to take it out—the deep water in 
the center will slow Duke down, making it 
tough to survive long enough to destroy the 
turret. 


6. digd: Ee machine gun turret is the 
rystal room. Swim across the pool and 
get âne crystal, then dive into the pool to 
retrieve some health if you need it, then 
follow the cords back the way you came 
When you reach the area where the machine 
gun ren was, you ‘Il see a new passage dea 
low it back to the crate room, 


Now that Duke has all three crystals, it's 
time to see what the aliens are up to in the 
past. Making your way back to the Transport 
E_Room is definitely easier than it was 
collecting the crystals, but be on the lookout 
for lurking aliens. 


1. From the crate room, jump up and follow 
the passage in the wall. It will lead you back 
to the Transport Room. 


rime te Kil 


3. Once you're done, a transport field 
appear in the center of the room. Enter t 
time travel to the old west— which i 
overrun by the aliens. î 


2. Place all three crystals in their holders— 
just stand in front of them and press the 

Use button (put your gun away first) to 
place them. 


The Environs 


Enemies. Pig Cops, Draks 


Weapons. one 
Gecrets. (one 


Bonus. _Super Eagle is yours if the 
challenge is completed 


2. Although you have decent firepower, Duke 
still can/t take too much of a pounding before 
going down. With no health in sight, duck 
behind anything handy to avoid a high-lead 
diet. Once you have cleared out both the 
upstairs and downstairs areas, make one more 
pass through the level to be sure you didn't 
miss any aliens, then step into the time portal 
to claim your prize. 


1. Duke is surrounded by aliens as you enter 
the level, so don’t standsstill. You have the 

s in your hand—run around the 
room firing at all the aliens until the first 
room is clear. Pig Cops are in the upper room, 


Yr have plenty of time to sóinplefd 
he hail da as long as you can keep 
Duke alive. 


Ed 
_ 
Ed 
Ed 
Ed 
Ed 
Ed 
Ed 
Ed 
pan 
Eed 
Ed 


|‘ Thé graveyard is a busy place in this little 
town. Be sure-and step into the church to pay 
your respects before you send a few more 
Se Cops back here for good. Explore 

„or Duke will wind up on Boot 


__3. Enter the church and stand directly in 
front of the cross on the wall. Turn right and — 


THE ENVIRONS 


Enemies. Pig Cops, Draks, Octabrains 


Weapons. Gatling bun, Combat shotgun, 
Flame Íhrower. Buffalo Aifle, Dynamite 


Gecrets. 


2. Climb the scaffold and jurig through 


IE ad to find a secret area with a 
and other doodse inside. 

rn switch to open the cell 
door Men limb: up and out of the grave. 


General Store, Saloon, and other hotspots, 
and root out the Pig Cops and Draks that are_ 
waiting to bushwhack Duke. 


the ledge outside and shoot the 
the courtyard. Drop down, and.h 
door across from-the Bank. 


1. Gun down the Pig Cops in the street 
ahead (the Gatling gun should do the trick 
nicely). Ignore the bank for now; continue 
down the left sidewalk until you reach 

the Livery. 


4. Inside, shoot the Pig Cops, then search the 
barrels for some Gatling gun ammo and 
health. Push the wall bend the register to 
find a secret area. Kill the Pig Cop in 


the buff 
lady before you push the lantern 
enter the room beyond. 


Inside the Livery, on the wall of the last 
|, is a lantern switch. Look right before you 
trigger it— some Draks are waiting 
„you. Once you've ventilated t 
_the switch to take an elevat 


health, and rifle _ reveal a ladder above. Climb up to find 
jé alley and enter another secret area, then shoot out the ' 
window and ep out onto the ledge 


height advantage to mow down 
| ‘Pig Cops in the street and 2. Dive into the water below, and swim to 
door, then enter the Saloon. Don't your left. Keep your weapon ready to handle 
the next the Brains swimming down here. Surface at 
the first open area a gio out to find a 


e street again. 


‘The water supply isa bit suspecthere, but a 
trip through,the meege cistern is well 


3. Swim to the end of the tunnel, grab the 
t‚ then climb the ladder. You'll Rerdk 
climb out of the well—comforting to know 8 
that the town water supply is connected to 
the latrine, isn't it? 


Turn right as you leave the Saloon, then 
t again. Blast the Pig Cops and the 


he ground. Jump into the hole once 
ig Cops are history. 


4. Heads up! There are several Pig Cops on 
the en above you as you exit the well. Pick 


5. Push the crate under the overhang, then 
climb up to find a secret area in the corner 
that holds an RPG. Jump down and follow the 
street on your left. 


The entrance to the mines is inside the 
Garrison, but it's heavily fortified. Duke's 
got to get inside, but to do that he’Il need the 
skeleton key inside the Bank Vault first. 


outside the Garrison. You een Ea a few 
1 ake a count. If Ee run out 


3. Use your night vision goggles to see in the 
darkness, and, “lig end ladder En 


done here for now un f 
and head for the street outside Pe Ge 


The Garrison is crawling with aliens; make. 
good use of your dynamite to blast a path to 
the mine entrance. 


1. Open the front door and toss a stick of 
dynamite inside to take care of the Pig Cops 
standing guard just beyond the door. Veer 
right as you enter, and drop another stick of 
dynamite near the cracked wall on your left, 
then clear the area. 


e. j of the street near the 
graveyard. Climb onto the ledge near the 
stone wall. You can then climb up onto the 
__stone wall, and drop down right in front of 
the Garrison. This will allow you to avoid 
hostile fire as Jed ek, Nd way back to the 
Garrison. 


2. Enter the cell and get the atomi 

You'll have to exit through the hole” you ‘just 
fall, since the cell door slams 
he health. 


3. Follow the corridor around to your right 
and toss some dynamite around the corner 


until you don’t hear any more Pig Cops 
squealing (or squishing). Keep going—watch 
for any surviving Brains in the cells. 


4. Upstairs, grab the Gatling gun from the 
landing and follow the corridor around to 
your right, taking down Pig Cops as you go. 
Blast the Brains in the cells, then use the 
switch near the stairs to open the cell doors 
so you can grab the portable medkit inside 
the-second cell. 


taking down the Pigs ahead. Use the lift at _ 
the end of the corridor to exit to the 
Mines below. 


Td 


ne 


Ein 
Hi Re nn 


nderground, the — 
da. ghost town where 


at fly. The mines beneath the 
re raloos with aliens, as gel as 


The mines have been stripped bare by the 
alien thieves, which is the reason this town is 
|_ deserted. Keepra sharp eye out for Brains as 
you Bep ord the-tunnels here, and use your 
tons to look around:corners 
ï with guns blazing. 


„ From the entrance, you'll see what 
ears to be a pool of-slimy, green water. 


The Environs 
Enemies. Pigs. Suicide Figs, Oraks, Brains 


Weapons: Gatling Gun, Combat shotgun, 
Flame Thrower: Buffalo Aifle, Dynamite 


Gecrets. 6 


2. Snag the | sk and deflate the Brains 
floating in the gas below before jumping in. 
Be sure you turn the biomask on first, or Duke 
will die a quick and smelly death. 


3. Work your way around the corner, and 
fight off the Brains lurking behind the … 
columns. Keep going and walk up the hill to 
reach the next area. 


usy, but it does yield some interesting 
ings for Duke's backpack. And, he will be 
returning here a few more times before he 
deaves the mines. 


3. Climb the ladder S 
that had the biomask on i | 


time te 


TE Drop devi to the ürouba beneath the 
platform ahead, and look beneath the ä 
_platform-to find an RPG. Use the ladder to a f EN 
_ climb back up to the level of the platform you _ 4. Back on the level of the BISEorms you 
entered on. entered thesroom on, follow the dimly-lighted 
tunnel, blasting the Draks you-see ahead. At 
the end of the. tunnel, shoot the crates.on 


were. Now shoot the TNT barrels ah 
wipe out some Draks and clear the way. e 
an eye out for Suicide Pigs— shooting. them í is 
hazardous to your health. 


Once you're back upstairs, draw a bead on 


5. The gate ahead is locked—follow the _ 
une grounds to et right and you ‘find 


All these tunnels weren't dug by hand. 
Watch out for the massive drills that did the 
job—there are several throughout this 
section of the mines. 


1. Return to the multi-tiered platform at the 
tunnel intersection. This time, approach the 
locked gate on your right and push the lock 
to use your skeleton key to open the gate; 


the P g òn the ledge de En 
ea with a C 


huge drill will come from the end of the 

tunnel To avoid it, run towards the boarded- 
into the small Duke-sized_ 
ht just before the drill 


5. There’ s a secret area above the nad the 
drill passes through. Look up and you'll see a 5 
ladder hanging in a hole in the ceiling. Jump 6. In-the hall with the drill, turning let 
and climb up to find a flame thrower and fuel. Duke faces away from the drill) and shoe 


_4. Continue down the nel and kill the 
Brains ahead. Jump across the pillars to reach 
the other side of the pool. If you fall in, 
there’s a ladder that will bring you out. 


a secret area with n 
Gatling gun ammo ME, Drop down and 
follow the tunnel around the corner. 


the kt and keéf going. When you come to 
s another drill that tries to dice you into tiny 
Dukelets, step into a side ih 


The mines sit above an ancient cavern that 
Duke must explore to continue. If you play 


3. Ahead, you'll come to a large open cavern, 
complete with Draks guarding the ledges 
above. Take them out, then drop down to the 
lowest level of the cavern. Dive ia the water 
and follow the passage to a s that 
contains a portable 1 it 


4. Use your jetpack to fly up to the highest 
point in the cavern. You should spot an RPG 
on a ledge along one wall. Get it, blast the 
Draks waiting above, then Set the RPG 

ammo, dynamite, G gu 


on the Saal ed 


E 
5 
5 
ke) 
=> 
Eh} 


r | 
pistol 


stone bridge. 


2. Wait for the blades to pass, then drop 
down into the hole on the far side of the 
chamber. When you reach the bottom, look 
behind you—use your. night vision goggles to 
spot the secret area with a jetpack inside. 


ep back tligt isa is a bit ricky 
hes an pd propt DE ke forw. 

_ Between them. ÖOtherwis he mar ed 

— up to the ceiling, and you “1 waste 

: luable fuel. 


il 


of the chamber. This is a secret area, where 
you'll find this level’s surprise—it will enable 
you to go to the next challenge level. 


6. Avoid the crushing stones in the passage 


_ ahead—don’t stop between them for long, or 


the floor. will drop away—then grab the en 
:rystal from it's holder. When you do, several 
Pigs will appear. Waste them, then drop down 


3 into the hole in the floor behind the crystal. 


7. Push thegr ch on the drill 
n n erystal will activate it, 


le-in the wall. 


ickly. If you g 


ter, use the small 
ded e ed dder to get back onto the 
tracks. Also, dont bother wit 
chamber behind 
it—its full of Brains and n 


4. Just past the drill ahead is the exit ír 
this section of the mines. 
open the door, iik walk into the passá 


_continue. 


Challenge 
Stage 2 


The stakes are higher in this challenge 
level—complete it, and you get to keep 
a super shotgun, capable of blasting 
aliens into pieces before they even know 
what hit ‘em. 


For once, time-is on your side. This 

challenge level isn’t as difficult as thefirst 

one. Coneentrate-on staying alive, and you 
#__should have plenty of time to take out the 
aliens and win the prize. 


1. Think fast— Duke is surrounded by aliens 
as you enter the level, so don’t stand still. You 
have the super shotgun in your hand, so use 
it to take out multiple Draks at once. 


The Environs 
Enemies. Draks 

Weapons Super ahatgun 
gecrets. Îone 


Bonus. super Shotgun if challenge completed. 


2. Search alcoves carefully—there are Draks 
in every alcove, so don't turn your back on 
one as you clear out another. Use your 
sidestep buttons and slide by each one, firing 


as you go. 


Ee rush it! You have plenty of time __ 
to complete thís challenge: make — 
careful sweeps of all areas and use the 
cover provided to keep Duke alive. The 
super shotgun is well worth the effort! 


SRR Eee ea 


Go Id an d MN The Environs 
Gu ns Te ' Enemies. Pigs, Draks 


Weapons. Gatling Gun, Combat shotgun, 


Deep within the 


| has become clear. They are converting Flame Thrower Buffalo Aifle, Dynamite 
| the gold found i in the mine into lead, 
making it worthless and highly unlikely Gecrets. d 


that LA will ever come to be built at this 
site, Duke has to stop th ind 
deactivate the gold conversion guns to 


5 We save himself, as s well as st of LA. 


‚Duke needs to find and deactivate three gold 
| _conversion guns and a key in order to 
activate the elevator.and.shut down the alien 
gold transmutation operation. In this first 
eet, fog the tracks. to find the first gun. 


2. Turn right on the Bn BE dek the 
Gatling gun and 2 ) in the crate ahead. 


1. Open fire on the Pigs in the tunnel ahead, 
REN then walk past the wrecked gun and into the 
next room. Once you've blasted the Pigs 
there, follow the passage that leads from the 
yer can’t activate the elevator yet. 


Turn around ind. walk down the tracks, 
killing any Draks that attack. Near the end of 5, 
the tracks, elke s an alcove on eur ftthat < 


v 
G 
++ 
Q 
5 
ief 


4. Turn left as you leave the secret area. 
You'll come to a room with an active gun 
inside—move fast here. Take a sharp right as 
you enter the room and turn off the gun by 
pushing the green switch on the wall. Now, 
finish off the Pigs in the chamber. 


5. Follow the passage. It will lead you across 
some tracks over a watery chamber. Dive into 
the water on the right side and swim into the 
opening in the wall below. This hen en you 
to a secret area with some atomic alth 
inside. Climb the ladder to reach he tracks 
again. Baby dragons inhabit the-area, so get 
across fast. You can avoid thei 

jumping as they make a pass at 


The next gun is at the end of a long 
exploration— plenty of aliens are in Duke's 
way, SO use everything you've got to make 
it through. 


1. Cross the tracks on one of the bridges and 
walk to your right. As you drop down into the 
tunnel ahead, get the RPG just beyond the 
ledge. You can‘t accomplish anything else 


_ down this tunnel just yet, but you'll be ba 


later. Climb back up and head down the « 
tracks the other way. 


the second opening on your right. 
the water, and follow. the passage 
hd It will lead you to a room with 


large open room, jump across to get there. 
7 PG on the Draks holed up on the 


mp up and grab the small Palen 
jve you. Draw your pistol and aim at the 
itch across the chasm. ‘Shoot it to start 


5. There is a gun Duke needs to deactivate in 
the chamber around the corner. As you enter 
it, take a sharp left to hide behind the 
columns. Continue to your left—as you enter 
the area behind the gun, look right. The 
switch that turns it off is inches away. Push it 
to deactivate the gun. Hang from the tram 
and shoot the switch to cross the large 
chamber again. 


The last gold conversion gun Duke has to 
deactivate is all that stands between him and 
home sweet home. Don’t get reckless at this 
point— you’re almost done! 


Dive into the water an again, but this 
limb out of the water and 
fight your way through the room to the 
tunnel ahead. When you come toa branch, 
follow the left-hand tunnel. 


4. Retrace your steps down the c 
brought you here. As you near t 
2. When you reach a pillar-fi -filled room, veer you'll see some à tomic health 
right to find the exit from the room. Enter 
the purplish corridor from the next room and 
follow the passage straight ahead, until it 
turns right and leads you to an open room 


with lava below. 


\(l 


Time te 


5. Turn left as you reach the lava trench (the 
ne : one with the tracks along the-opposite wall). 
ET EN RS Follow the passage, and drop dowtrwhere- 
3. The final gun is here. Before you run into you got the RPG earlier. The passage leads-to 
the room, snipe at the two baby dragons a secret area with a familiar lookin 
flying around to make sure they don’t fry you. up on blocks. There's also some a 
To get to the gun, jump to the ledge directly health, and a large ammo cache behind th 
across from you as you enter, then walk crates in the corner. 
around behind-the column between you and 
the gun. Make a fast run and jump behind 
the gun, and deactivate it before it draws a 
bead on you. 


6. Head for the elevator near the start, a 
press the green | no, 
doors and allow you to leave the old west in 
better shape than it was when you got here. 


The Rea pe Y The Environs 


Enemies. The Heaper 


The aliens aren’t-letting Duke out of the 

old west that easy—first, he’ll have to 
| face and destroy the Reaper, an alien — 
killing machine with dual machine guns 


Weapons. None 


foracids decrets. flone 


ms PRE 


but he's more than a match for Duke. This 
alien monstrosity rolls around-on dual tank 
® treads, so use your speed to your advantage. 


ES | The Reaper isn't extremely diffieult to kill, 


2. You won't have much time to fly up to the 
ledges surrounding the arena, so stay on 

the move and try to stay behind the Reaper. 
If you're in position, even your pistol can 
take it out. If you manage to get the jetpack, 
fly up to the center platform and collect the 
goodies there. 


Put some distance between you before you 
_ enter the open area. 


se all your ie lof first, ie 
switch to your Gatling gun to koen 
steady raté of fire. Another good 

que is tossing dynamite oyer the 

1 wall once you ve spotted the Reaper. 


dd 


mr 
ln 
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Obey or Die The Environs 


It was a good effort, but i seems that Enemies. Drake 


Úleapons- Gatling Gun, Combat shotgun. 
Flame Thrower Energy Weapon, APG 


Gecrets. d 


E & “Things have definitely-changed in the 
present, but New LA is far from normal. The 
\ (city has been trashed, and nothing is as it 
k should be. The streets look familiar, but 
od that's where any similarity between Duke's 
New LA and thís one ends, Looks, like 
cleaning up the-Old West was just a start. 


2. Something is really rotten here— 

BE mi BootyLicious is no longer even called that, 
and the only chicks in the joint are two 
Pig-chicks in bikinis—that seine, is ite Ee to 
make De lose his ded ishing the bt 


End lets Duke db the ze bat 
un and shells in the wardrobe. 


ik The streets are nearly deserted. As you 
turn the corner to the right, however, use the 
wrecked police cars for cover—there are two 

sentries prowling the area beyond them. Toss 
a. pipe bombsover to take care of them. 


Looks like the aliens are hard at work inside 
the warehouse. Expect a fight from here on 
out. There are no Pigs in the warehouse; 
A roam the halls, and Brains are limited 
areas. Stock up on pipe 
clear out those, fast- 
moving > Die before they know what hit ” em. 


3. Walk around to the alley and enter the 
apartment at the top of the ladder. Seems the 
resistance movement had to vacate—not to 
de Bury, They left behind a Gatling gun 

a ‚as well as a warehouse 
dirdrobe. There are also pipe bomk 
the spot where the bed used to be. 


il 


time te 


1. Blast the Draks in the nala on your left, 
then head down that same hallway. 


4. Use the key on the warehouse at the end 
of the street, and open fire on the Draks 
inside. When the smoke clears, step inside. 


2. Take the first right and walk through the 
break room, then climb the ladder and 

confront the Drak ahead; Follow the hallway 7 
_ to where it dead ends and turns right. Keep 
_ following it, and it will become a suspended 
walkway over the room below. As you nea 
the top, look for a ledge dead -ahead—ju 
to it and pull yourself into the passage 
beyond it. 


Il the Aden then leap over the 
ack in the next-room. Fire 


ï oid you'll 5. Walk back inside the warehouse to the 

Take it, then fly back up to same hallway you were just in. The next room 
has three security camera panels, and a greet 
crystal across from them. Get the crystal, and 
keep going down the hall and enter the 
restroom. Blast the occupied Drak in the stall 
then return to the hallway and the main 
warehouse area. 


Ss Hele ir in the ek. of the hallway 
eads to-a secret area with pipe bombs 
“II have 5 use your ma to 
h it. You can leave this area by shooting 
‚the large grate at the end of the passage and 
dropping into the street outside. 


6. Climb the stairs to get the pipe bombs on 


En [ ed switch and bte will use 
_the green crystaft to start a j conveyor belt and 
reveal a new area. 


It's not clear exactly what the aliens are 
producing, but chances are it isn't 
compatible with humans. Duke's got to put a 
stop to this operation in a hurry. 


1. Drop some pipe bombs below to finish off 
the Draks firing upon you as you enter the 
room with-the biohazard tanks in the center. 
ump from the conveyor to the red hall on 
your right, then take the ladder up to the 
upper level. 


tanks, jumping from platform 
heee ei reach the hare with the Draks in 


area a WE a new weapon—the etergy 
nergy ammo, pipe bombs, 


nmo, armor, and hotgu in shells. 


4. Get out of the tank and drop down onto 
the conveyor belt that leads-out of the ro 
The belt pushes Duke into a small room 
three holes in the floor. Drop pipe bomb 
the holes to clear out the Draks below, ! 
drop down into the hole on your left. 


You're on the home stretch_—the alien time 
portal is located behind a huge incinerator 
ahead, but there are only a few Draks left to 
telg per your step, ge One Wrong 


3. Climb the platforms and study the 
conveyor belt. Obviously, one slip here 

will lead to an extra-crispy Duke. Jump 
diagonally away from the incinerator flames, 
then again to ne AD across bhi Rn 
Pickup the s >, then pt he switch to 
open the Boer. 


*_1. Keep going down to the lowest level, and 
£_ take out the Draks that try to stop you. When 
{you come toa section of the hall with water 

ke init, dive in. 


4. Before continuing, dive back into the 
water and swim back down the channel 
to where you originally dove in. Climb 
the ladders and head into the dump. 

Kill the Draks that attack, then shove the 
dumpster aside. 


2. Youre in for a long-swim. Use the square 
air pockets to-catch a breather, and keep 
going. When you reach a large chamber with 
junk on the bottom, swim up onto the small 
ge and climb out. 


oaker 


Sn the danse: by. afia et toss 
tt see the X button, then moving 4 
forward once Duke crouches to push. 
One push should do the trick. 


5. Drop down into the passage behind the 
dumpster, which leads to the blue crystal. 
Collect it and climb back out. You've got all 
the crystals now, so explore a bit further in 
the dump to find another hole to drop into. 
This will take you back to the incinerator. 


„ The alien time portal device is behind the 
incinerator. Time your run-through so that 
you can stop in the spaces between bursts of 
flame. As soon as one flame dies, move on to 
the next until you reach the portal room. 


7. Place all three erystals in their stands, then 
step into the time portal to go after the aliens 
once again. À 


slkds | 
serious ‚of hardware like Met 
ugh challenge. This level is 
with Brains, so /ou may find. 


urself wishing you 


pillars and ane hdi places here—the 
Laser Gatling gun works well ba the 


start with, and snipe _ 


ns you have killed all 
that you can see from t ere. Then slip out 
behind a column and-continue the process. 


The Environs 
Enemies: Brains 
Weapons. Laser Gatling Gun 
decrets. [one 


Bonus. Laser Gatling Gun if challenge completed 


2. The halls on the sides of the chambers are 
good hiding places—the Brains are all floating 
in the main chambers. 


d P 
from: your starting location. You reach it by 


À using one of the two side Baggen that flank 


h ; central. chambers. 


EERE 


The Environs 


Enemies. Brains, Figs, Draks 


Weapons. Gatling Gun, Combat shotgun, 
APG, Crossbow 


Gecrets. Á 


\ The first area you need-to explore is beneath 
{the castle, since the drawbridge is shut. Dive 
in and start exploring; there are Brains, Pigs, 
and Draks waiting for you to pay them a visit. 


im 2. Swim around the left side of the castle, 
and collect the RPG and RPG ammo on the 
ledge to the left. Dive back in, and continue 
swimming beneath the castle walls. 


1. From your signs point, drop over either 
side of the ledge you're on and get the 

Gatling gun below you. Shoot the Brains that 
rise up to attack you, then dive into the moat. 


Ee „shoot all the Pigs you can 
_ see as you near the landings ahead, „iron. 
je out to your left and get the f Î 


swim , beneath the ledge to A some atomic 
health. Climb up out of the water then onto 
the ledge above. : Ae 


\l 


G 
de 
® 
5 
te 


the skeleton key hanging on the wall. Return 
to the Benen aid follow the other 
passageway. 


4. Take the he hand passage and retrieve 


5, Look to your niht 2 as you reach the stairs 


and waste ee Pig above you. Push the 
Nukem symbol on the wall at the bottom of 
the aan Po times to access a secret area 
above. 


en j mp Si aeress to get the jewel. Drop 


through the hole in the floor to reach the 


moat again. 


7. Swim to-your left (around the m at 
direction; ou 1 haven’ t been Det) and 


going. In the next 
Pigs, and cross th 


8. Turn around and dive into the wat 

your left. Open fire on the Brains ahead, 
climb out onto the rocky ledge on your left 
when you get outside. 


ock will slide 


swarming with Drs ie the buildings to 
Sl ee fi S, and make Ha Ee, for 


1. Inside the room you entered behind the 
Nukem block, there are several Pigs c on gugie 
t ke Ki out, then push tt ï 


2. The outer courtyard of the castle has 
several small shops scattered throughout; kill 
off the Draks here and explore the entire 
courtyard, killing Draks and collecting the 
goodies they drop, then return to the front of 
the castle. 


3. Shoot the Pig guards above, then climb up 
onto the en There is one of the 

f sels on top of the walls; get it, then 
drop down to ground level. Return to:the 
secret room and enter the castle, or use the 
skeleton key to enter from the front. 


4. 

the other Nukem block to gaìn access t 
castle itself. Be forewarned—this area is 
swarming with aliens. Snipe at them from 
safety, then enter when all is quiet. - 


5. An immediate left will take you to the 
castle’s front doors, which you can open with 
the skeleton key you found, although there's 
really no need to bother at this point. 


INNER 
Ld 8 kk hk 
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Í Î 
ij v 


Your primary goal is to find the final family 
jewel. With a bit of luck and good reflexes, 
you should be able to recover it in no time, 


Just watch where you step—Duke doesn't 


bounce. 


ikea by twin statues. 


and the fireplace will rotate to reveal an 


2. Load up with what 

the block with the Nukem 

several times. You'll end up 

on the-ledge with some ato 

and return tosthe room with the firepl: 


bedroom. The fin 
Collect it, then return LG the Atto: 
epe from 


Your quest is at an end—at least this portion 
of it is. Finish up in the audience hall, then 
get thee out o’ here. 


5. Jump fòm the top platform across the 
| tower to the po nedkit opposite you. 


It's along jum e will just be able to 
Fe} grab the edge. an pull up to get it. 1. Kill off the Pigs in the audience hall, then 
He approach the side of the large Nukem symbol 
nearest the locked door. Push it three times 
l ij to place the family jewels inside. This will 
a Ër Oli je open the door to your right. 


E) Ou, gt ig unlock the other door, 

there's a key for it on the back side of 
one of th £ he pile tel holding the Nukem 
ed t leads back ouf to the hall near 


6 ftrepl ace. 


zeik to the Slater’ below and to 
our bright) then follow the passage into the 
room ahead. Drop through the hole in the 
ach the audience hall. Open fire on 
n the beams you land on, then drop 
down to the floor below. 


2. Enter the open doorway and read the 
book. This will open the last set of doors. 
Just et this door as you enter is the final 
secret area of this level. A set of stairs will 
lower as you enter the room. Follow them to 


exit this level. 


Resistance is 
Feudal 


Unable to destroy Duke's ancestor by 


The Environs 


ordinary-means, the aliens have resorted to Enemies. Draks, Baby Dragons 
unleashing a biological plague of Biblical 

proportions. Now, Duke's as big a Weapons: Combat Shotgun (if dropped hy Drak) 
| pollution fan as anyone, but this is a bit 


much for his taste. Find-the source of the Geerets. ‘flone 
plaque and stop it before it stops Duke. 


«The hardest part about this level is that you 
Hi £__have to make it through with whatever 

| \_ weapons you have on you at the start. No 
easy feat, considering the horde of angry 
Draks between you and your objective. 
Conserve ammo as much as possible, and 
„make every‚shot count. You will find some 
k ammo along the way, but avoid firefights 
whenever possible—running may be a bit 
cowardly, but hey, Duke's already wearing a 
dress, so cut him some slack. 


1. Take out the Pigs in the first room, then 
jump into the lava to continue down the hall. 
Just past the guillotine room— where you'll 
notice a few cans of some biohazard 
material—is a long, narrow chamber with 
lava in the bottom. Before you enter it, stand 
outside the guillotine room and blast the 
barrels. Once the smoke clears, go nsi 

and collect all ien v s and ammé 

Don’t forget the bi k on the wall near — 
the doorway. 


2. Walk carefully up to the edge, and dive 
into the water below. Swim to your left and 
up into the next chamber. Run quickly across 
the toxin-filled room and turn the valve to 
clear the air. If you need another bi 

there’s one on the wall. 


Apon alternate Ee ï cross the lava is to _ 


up and go hand over hand across 
the mes dea the ceiling. This puis you 
air above the Bao in item 
allowing yo Ae u to grab the biomask before 
entering fhe poison room. However, if 
you fall off, you 1 have to swim for it 
and brave thé gas. 


5. Follow the passage out of. 

you reach the barred door, 

of it. Several Draks are imp 

beyond it. The safest w 

through.is to let them 

caught in a crossfire trying to run Ee 


Open the cell doors by pushinc 


the indicator is all the way 


_one of them is a push-bl 
secret area. 


Inext room. 


Duke’s goal is close, now. A few more twists= 
and turns will bring you to the alien biomass 

reactor, and give Duke a chance to shut down < 
their plague-spreading operation for good. 


ead through the next roomand 
e down the hall to get out of their range 


1. Follow the passage ahead until you reach 
a bridge over some more lava. Walk to the 
end of it, then back up to the right edge. 
Make sure you are as close to the rock wall as 
you can get, then drop off the bridge 
backwards. You will land on a ledge below. 
The surprise for this level is to your right. 


the switches there. 
ke ca to platform to reach the 
ledges. You can also cross on the dried lava 
‘along the. wall. Once you've activated both 

, E metal bridge will give you access 
area. — 


Keltvings first balie Ee 
e umps. Otherwise 
RE de the lava by IE { ih ey 


lyou outright 


arc two metal support diters on. your ee 2 Ed 
climb either one. Climb past the first _ EE gen 
platform, and when you reach the next one 
turn around. You will see a ladder across 
from you. Make a running jump and catch it, 
then climb up. 3 


5. The large chamber ahe 

toxic gas. Shoot the Pig standing 
make a running jump toward the valve 
left wall. Turn it to get rid of the gas, then 
retrieve the second key from the dead Pig 


3. On the next landing, jump up and keep 

climbing up the pipes until you reach the top. 

Kill the Pig on the landing at the top to make 

him cough up the first key you'll need. Climb 

back down to the landing from which you 
jumped to the ladder. 


time te Kil 


6. Return to the drawbridge and cross to the 
other side, Use your second key to reveal a 
master valve that will get rid of all the. gäs in t 
reactor. Once the bio-plague is history, .make.t 
jump to the ladder again, and climb up 
new hallway beneath the upper landing: 


4, Jump across to the landing on the same 
level and use the key to lower a metal 

drawbridge. Jump down into the hall opened 
7d ’ by the drawbridge (of course‚i y 
a, jump to the ladder from this plat 
don't have to jump to get here). 


NUKEM time fe Kill: 


Chalt enge F The Environs 
pie zet Td Enemies. Pigs 


(Weapons: Incendiary APG 


Gecrets. one 


Bonus. _Incendiary APG if challenge completed 
Any Be u blasts en his own 


weapon before he goes down as well. 


Unlike the previous challenge levels, the 

aliens here tend to hide from you a bit more, 

so you'll have to go-hunting for them. Just 

| watch out for blind corners, and always 
„watch your back. 


2. There is health located at the center of 
the lower level, so work your way in that 
direction if Duke's taking a beating. 


Don’t just blast away—you need to keep 
elf alive, and a blast from this RPG in 
quarters will rip Duke a new one in a 
The level is constructed of square 


ES an 


Te are aliens around every corner. 
Fire into halls before you arrive, 
because the blast will still splatter the 
aliens and Duke wont take damage from 
their fire, since they dont fire until 
they see you. 


„3. The exit is located on the opposite side 
of the level from the entrance. Once the 
enemies are dead, you can navigate the 
rooms between them with ease. 


The Environs 


Holy Terror 


As a last-ditch effort to escape the wrath 

of Duke, the aliens have fled to Church ASN 

Von Nukem: This is the last stand for the 

| aliens, so-expect them to pull some 

nasty tricks as Duke fights his way 
through to the sanctuary, where the 
exit lies. 


Enemies. Pigs. Draks 


Gecrets. 4 


ES | CHURCH ENTRY 
SS It's bad enough that those alien scum are 


defiling a church, but they ’ve-really got 
®_Duke’s blood boiling, since the church 
belongs-to Duke’s ancestor. It’s time for an 
inquisition, and Duke's gonna burn ‘em all at 
BE hk the stake. 


2. Head for the right side of the room and 
enter the hallway with stained glass windows 
on both sides. The window on your right is 
darker id the others. Shoot it, and you'll 
Oee a secret area behind it with holy hand 

| s inside. You'll also find some health 
Beind another of the windows. 


1. The area ahead with stone columns is full 
of Pigs. Stay back in the hallway, and pick 
them off before moving into the room. 


En pe first hall on your cah contains a bal 
with the monks’ quarters above. Continue down ) 
the hall and enter the library on the left. Turn > 
left inside the library to enter-a large, book- en & 
lined room. Kill off the Pigs above, then push EE 
the red book along the long wall to open a es 
passage behind the books. 


e 
e) 
dt 
4 
E 
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4. Shoot the Draks in the passage, then dive 


into the water below. Swim down the tunnel, 
using the air pocket ahead to give Duke a 
breather. Keep going, and climb out of the 
water at the tunnel's end. 


5. Follow the first left, and you'll come to a 
long pool. Kill the Drak guard, then dive in 
and swim down into the deep area to retrieve 


_ the tunnel, climb out. 


the large stained glass panels to 
and a sec ret area. Looks Be 


cross to the other side, ere you'll find more 


stained glass hiding health and armor. Kneel at — 


this bench to rotate this Es s, and lower the 


Nukem symbe » hall. Jump down and 


retrieve the eZ r fro ecret area below. 


11. In the main hall, above the hole you 
climbed up through, there’s a stone 
crossbeam. Climb onto it, then go up the 
ladder to the bell tower above. Kill off the 
Pigs ahead, then turn right as you reach the 
stained glass window. 


12. Make the jump to the platform across 
from you to reach a chamber with a 
flamethrower, fuel, and aj etpack inside. 


13. Shoot the stained glass window, then lob 
some holy hand grenades below to take out 
the Pigs waiting in the sanctuary. When all is 


quiet, jump down. 


14. Shoot the stained glass behind the altar to 
find the exit. Step in to your showdown with 


the medieval boss—a dragon! 


be complete without a fight to the 
| death against the dragon, Wing’'ed 


Death. The aliens are betting that Duke 


won't survive the encounter, but if he 
can think fast and move even quicker, 


| he might just maks. it alive. 


f The dragon, Wing’ed Death, is the toughest 
\_ enemy Duke has faced so far. Don’t 

s underestimate the power of the dragon’s 
fiery breath—he'’s every Bit as de as 

he looks. 


1. You've got a few seconds before the 


of the ladders to the-upper level, and run 
around to all four towers. Collect the atomic 
th and ammo in-them, then snipe at the 
on-from above as long as you can. 


Duké’s trip to the Middle Ages wouldn’ t 


dragon attacks, so use them wisely. Climb one 


_ breath can't harm him. Once you're done on — pe 5 Á = 


The Environs 


Enemies. Wing ed Death 


Weapons: None 


Becrets. flone 


HIN 


Ti all dr RPG ammo first, then 

switch to your Gatling gun to kee 

up a steady raté of fire. It's going to take 

6 you've got to finish off this 
east 


2. The two lohg pools of water ad health 
in the bottom, but they have another benefit. 
As long as D s underwater, the dragon's 


the ledges above, dive into the water, collect e be Pc E 
some health, and shoot the dragon from __— to 
underwater. As Duke's health runs low, swim 
to another first it to recharge it and keep 
shooting until Wing ed Death is dead. 


EE 


Eden 


ak st: k ái 


NS zr 


Pe 


The Environs 
Enemies. Pigs, Draks 


Weapons. Gatling Gun, Pipe Bomhs, APG 


Secrets. 4 


ater the time portal for 
e to put an end to the 


; Duke starts just outside the 
„he can tell that 


2. Back outside, clear the streets of Pig Cops 
and head for the alley. Grab Ee 

behind the fence, then push 

in the alley to fing a 
ike sh 


inside each of ER ein. 


1. There are several changes to the streets __ 
this time around. The most noticeable one is 
that BootyLicious is now Danglers. Another _ 
difference is that a mobile incendiary RPG 
platform is patrolling the area. Duke has to 
ep moving while, outside, « or DE Il ge B in 


ncher will track you down, 
caught standing around. de 


ou. are going to 
you be your Gatling gun or 
Pipe bombs to take it down. … 


3. Ignore the loft overhead. It's useless this 
time around, but be sure and get the jetpack 
on the ledge above it. Instead, head down _ 
into the old subway entrance. ot tf 

CI | near the gate below to 
enter as rea Ek Eng medkit and 


ch Pi 


shells in the tunnel, s h at the 


urn left,and th 
the first opening. B 
_the gun turret a ä ead, then enter the room 
and turn the valve. 


4. Follow the passage to your left, then dive 
into the pool ahead. Swim down the tunnel 
and take out the Draks ahead as you surface. 
Walk down the passage until you reach a 
large, open area. 


7. As you leave the valve, enter the room on 
your right. Swim into the far back corner 
retrieve the Tank Room key. Return to the 


portal. 


a the red 
|. This sies he time 
rtal rh use hie, 


the dark hallway and 

take down the two Pig Cops inside. Walk up 
the left stairs and insert the red crystal inside 
the red circle switch. This opens the panel _ 
beside it and gives Duke the Valve Room key. 
Retrieve the red crystal.and climb down one 
level. This sh 
the Tank Room. 


put you on the same level as 


10. Enter the opening near the Tank Room 
and turn left, then left again. Follow the 
passage to the locked door. Use the Valve … 
Room key to open the door, swim across the 
room inside, and tur a 


keep following the passage 
grates that bar your way. 


\l 


12. Blast the Draks in the storage room you 
surface in, then take the passage ahead and 
to your left. Kill the Pig Cops loitering in the 


vault, then push on 
area with atomic \ inside. Leave the 


room and turn left to reach the area above 
the time portal. 


Time Te 


A 


the wall to reveal a secret 


beer drained away, but-.before you replies 
the red crystal an leave, head for the level 
just above the 
left as you re 


room are some night vision doo Pin 
them on, then turn about 60 degrees to your 
left. You'll see-a grais in the wall—shootitto Ne 
find a secret Area with atomic health inside. IE, ä 
There's also a jetpack in the opposite corner. 4 


14. Scour the area for goodies one-more time, 
then look up at the ceiling high above the 
time portal. Shoot out.the grate above, then 
use your jetpack to fly up and get the 
surprise—which enables you to enter the fifth 
ER benoe stage— in the-room above. Return 
to the time portal, and jump.in to make you 
exit to ancient Rome. 


| The Environs 


Challenge 
Stage 5 


This challenge stage ì isa 1 Bend 
There are no enemies to destroy this 
time, only harmless chickens going 
ab ut their business. Duke's been given Bonus: High Temp Famethrower if 
a high-temp flamethrower, and the challenge completed 


Enemies: Chichen 


(Weapons High Temp Hamethrower 


Secrets. (one 


Ô #___\ Well, at least Duke doesn't have to worry 
dl „about return fire here. However, this 

Ï challenge is/no picnic…ahem…at any rate, 

’ burn all the chickens to cinders before time 
_ runs out— you know-the drill. 


2. Don’t bother aiming down at your 
feathered prey—the high-temp flamethrower 
will roast them as it passes over their heads if 
you're at the correct range. 


1. Duke's on a hunting trip this time. 
Chickens don’t rush him-the way aliens do, so 
you have to look behind every crate and on 
every ledge to find them all. 


leaving the level, and your new toy will be 
hours for good. 


Hog Heave n The Environs 


ts the age of ancient WO ders, and B Enemies. Pigs, Drake 


Weapons Gatling gun 


lizard Badde. Duke can kiss the ladies decrets. „d 
later—it's time to see Rome burn. 


Low. B AZ 


The open-air bazaar is crawling with aliens 

À ready to greet Duke. Add some dead to their 
Oi \ diets and fight your way to the entrance of 
Ki Mifhewilla, | 


2. Enter the next courtyard, and walk to your 
right to find a Gatling gun against the back 
wall. Continue back around the courtyard and 
kill off the Pigs guarding the temple behind 
the large statue. 


1. Visit the ladies in the bath where Duke 
starts, then leave the room and take out the 
Pigs in the courtyard. Watch out for 
ambushing Pigs on both sides. 


3. Inside the temple, shoot the pedestal on 
which the statue is sitting to reveal a-lever 3 
beneath the statue. Push it to reveal a secret 
area behind the statue that contains medkits, 
throwing axes, and a freezer gun. 


he villa around the corner is your next stop. 
Inside, you'll find some bathing beauties, but 
the main attraction is the two keyholes in the 
baths. Find the keys to them to continue to 
the next area. 


Ut 


le Fight your way HinnoGou hd rest Ee the 

market, taking down the Pigs who ambush 
you. Enter the doors to the villa, then turn 
right as soon as you can. Inside this large 3. Grab the skeleton key from the room TIA 
room, there’s a push block in the wall that beyond the flames, then re-navigate the Á 


time te 


reveals another secret area. flame corridor to return to the room at the 
top of the stairs. Enter the baths and take out 
the Pigs inside, then use your key on the left 
lock on the wall. This opens a grate in the 
pool behind you. Dive in and follow-the_… 
passage below into the next chamber. 


amnnnnnnnennnnsnsens mannesmann 


2. Go back into the hall and enter the room 
gat the bottom of the stairs. Make your way 
through the flame corridor beyo 


_ _ 4, Turn left when you emerge and cross the 

Sn flaming bridge to reach another skeleton ke 
Retrace your steps carefully and then ret 
to the baths. Use the key on the right foc 
the wall to open the grate in the other’ 


u til you reach a en Climb up to 
the room above. 


by using your jetpack to fly across to 
dge Ee ore you rop intó the water 
the sane to P ‚he ladder. Push 
hen fly back the way you came. 
Swim down the passage and you ÍÍ see 
that a grate on your left is now open. 
Climb out to find the secret areà. 


6. Climb onto the ede in the red room 
above, then dive into the water behind it. 
Swim down the right-hand passage, then 
climb out onto the ledge and blast the Draks 
guarding the exit. Enter the double doors to 


exit the level. 


‘he next level i is a brutal one. Be sure 
‚ you” ‘ve cted all the health and 
emo) you can before leaving this one 
chin 4 


Bg ge 


The Environs 


Enemies: Draks, Heavy Draks, Hellwings 


Weapons: All 


next intergalacti ero, but he usually Geerets. Mone 
doesn't enjoy games that are this 
stacked against him. The aliens are 
getting desperate, so get ready—it's 
time to put on your game face, Duke. 


The first portion of this levelis clear of 
4 + “en@mies, so spend some time looking 

É ‚around. Once Duke enters the coliseum, 
things will really start to heat up! 


2. When you reach the locked gate, turn left 
and enter Bootius Maximus Duke should feel 
right at home here. 


1. Check out the two rooms on either side 
pi your entry for some extra ammo and a 
weapons stash. In the next zoibevard fight 
off the two Hellwings and climb on to te 
pla beneath the statue to get the a 
2 health above. 


3, Climb the seats on your right to get 
leton key above. The room on the right 
side of the locked gate is an armory, but 
there’s nothing there that Duke needs. 

Unlock the oane with the ves and enter. 


il 


time te 


4. Goto the Ep of the stairs. In the chamber 
ahead, there’s a chain hanging from the 
ceiling. ADD it to Bn a room above that 
has an RPG and RPG ammo inside. Jump to 
reach hel next chain, and climb up again. This 
room has the surprise for the final challenge 
stage inside. Bruin to the room below. 


AA 1 _M 4 


VE A EM Pm WV 
Ev AEN Es V 


The preliminaries are over. The aliens are 
waiting for Duke in the arena, as well as the 


deadly Loop ahead. Conserve your supplies, 


especially your jetpack fuel. You’ll need all 
you've got very soon. 


_ doorway on your right. Befor 
the coliseum, take a few mi 


S: you enter. Break our yo 

start frring into the side passages as 

as they open. Work er vi aroun 
er giving thC 


hsl thistsmall maze of passages, is 
ledge with Bone li health. 

gnl navigatingsthe-lava-filled pass 
Duke wont last a ín there! 


4. Land on the broad bide ahead and 
enter the room to get a medkit and another 
jetpack. The next lever is just past the next arch 
on your right as is another jetpack nearby. The En 
final lever is around the corner on your left. 
Congratulations! The drawbridge is now 
lowered and you just survived the Loop. 


on ther and Betivate all three to lowef:the 
e. There are two of them on:eïther 
side of your entry to this area on ledges, and 
one in the center. Directly across from them 
are rooms that contain additional jetpacks 
and‘atomic health. 


5. Enter the chamber beyond the drawbridge ©) 
and blast the Draks inside. Climb the steps B : 
and finish off the final two in the hallway NS …>R 
ahead. zi 


je Dn your EE For 5 
res ate of keeping height, 
_ only moving forward in bursts. When 
Duke is Mine lokt. he loses height, 
En dont push forward for too long 
without ag fo hens 


6. The exit is dead ahead—step into it to 
head. for the final ne dieg Ë 


re 


Challe nge BN The Environs 
Sta Se 6 Enemies. Heavy Draks 


(Weapons: Super Zapper (Energy Weapon) 
This is it! The final Ahalende s stage of the 


game. Duke's. got his hands on the most 
powerf! | weapon yet, so don't let it get 
ou face a horde of Heavy Draks, \ 
so watch your back and make sure Duke Bonus. Super Zapper if challenge 
doesn't get blind-sided. completed 


Gecrets. (one 


Alright, same song; final verse. The Super 
Zapper isa very potent weapon. While it is 
„powerful, its-best attribute is that it seeks 
multiple targets at once. You should have no 
trouble clearing the level with this baby. 


2. There are two underground passages. As 
soon as you reach the end of them, start 
shooting. The Super Zapper will seek out 
targets for you—just keep Duke safe while 
you use it. 


1. Clear the starting area, then enter the 
arena. Keep moving and take down the single 
Draks in the bleachers. Once you're done 
there, head downstairs. 


3. The exit is located directly across the 
arena from your starting point. Kill the Draks 
guarding it, then hop in to claim your prize. 


KEM 4 


The Environs 
Enemies. Draks, Heavy Draks, Hellwings 


(Weapons: Combat Shotgun, Fame 
Thrower, APG, Super Zapper 


Gecrets. 4 


Picking a starting point would be totally 


E/ random, but there is one way-for you to tell 
\_theteleporters apart in,this area: The 
5 ‚weapons in the vases behind them are 
PS | different from one another. Pick up the 


EE A weapon behind the one you are about to 
enter. That way-when you return, you'll 
know you've been through that one. 


2. Fly across the pit and work your way down 
the passages to the room below. Toss a pipe 
bomb in the bottom and detonate it so you 
can snag the medkit in safety. 


\ 1 ì 15 strân on your jstpags Mies enter the Se 
d teleporter with the comb : behind it 

3 first. This area is crawling ger: falter floating) 
à 


Á Necobrains. Use your Super Zapper first, 


n switch to an RPG to take them out. 
a room with a stone bridge : across it. 


jetpack to fly beneath it and enter the 
teleporter back to the starting room. 


3. As you walk down t 
skin covered place on t 
Blast it with-an RPG or other expl € 
a-passage behind it. Climb up. 
evealed, 


1. When you arrive, you'll fall into some 

water below. Immediately begin swimming 

down the channel. When you reach the large 

room full of Necobrains, veer right and swim 

high up on the wall to find the exit from this , ze 
room. If you keep moving, the Necobrains y pic) 
won’t be able to catch you. 


In the next chamber, shoot out the 
s above you, then surface and get the 
t . Follow the passage behind you. 


when you are actually standing next to a 
mirror. 5 


Y only need to shoot out one of the 
gin panels so that Duke can surface. 
3 1m outta the drink fast, since those 


ecobrains can still shoot him ín here. _ 


et 


Enter the teleporter with the Super 
ed behind it. Inmediately activate your 
jetpack and fly up to the ledge high above 
the pit. Use your Super Zapper to take down 
the baby Necobrains, then fly down to the 
room on De En 


2. This hall has another skin-covered entry 
above and to your right. Blast it, then grab 
the jetpack that was behind it. Fly up to the 
landing, then look across the hall. You'll see 
another landing. Keep flying up until you 
reach a narrow hallway. 


Tru 


mik N Las 


The easiest Rn been saved for last. Keep 
ur Super Zapper ready, and get through 
@ {his one to reach the final area. 


1. Enter the final teleporter (the one with 
the RPG behind it). Swim out of the tank, and 
use the Super Zapper to take care of those 
pesky baby Necobrains. 


2. Push the block with the Nukem symbol on 
„it to find a secret area with a medkit behind 
_it.-Follow the hallway into the next room. 

Push both Nukem blocks to find a secret 

and a passage into another tank room. 


3. Blast the baby Necobrains in the tank 
room, then push the Nukem block to the left 
of your entry point into this room. Behind it, 
you'll find a-secret area with RPG and Super 
Zapper ammo, and flamethrower fuel. 


return to the start. This time, you’re 
deposited in a blood-filled chamber. 


Nasty doesn't begin to describe his 
area. Hey, maybe swimming in blood is 
good or the skin. Duke's about t find 


À ht When you comé to the oe Break out your Super Zapper or RPG, and 
__ open fire on the Pigs and Necobrains in the 
asting Necobrains. 
room as you run down the stairs to reach the 
exit from this Roman hell. You're not out of 
the woods yet, but you only have one more 


alien to face! 


dette nne 


Ehe outside, , 
this one you'll have to dp to reach—will 


Moloch=—=The The Environs 
Gate ke € er Enemies. Molach 


Weapons: None 


Secrets. one 


il gate the aliens have used to 
ur world. Shut him ap and let 


Í __Meloch is bijeen and-faster than the other 
Î Ni bosses you’ ve faced so far, so be prepared. 
\_ Beating him/s more about speed than it is ke the sfde chambers to hide and 
about firepower. snipe at Moloch. Be sure to clear out 
the explosive alien eggs before you enter 

them, though. 


1. There are four teleporters that will take 
you to the opposite side of the room. Use 
them every time Moloch gets close; you 
should be able to get off a few shots at his 
back, or at the very least, keep him from 
squashing you. 


er 3 7 en, 


Aliens arzone Kung, but 
out-Dukeing your best friend 
5 something very different: 
Dute-Nukers: Tumeto Kill 
boasts « two-pl er 
node that al ows 
ou and one other 
pla er to go kead-to 
head WA Six different 
arenas. This section 
covers the basics of 
Ks, up a two 

ayer gam 
kees ES, 
multi layer 
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Multiplayer se up 
and Stres 


om the main menu. First, set your options (and both 


Gas 5 

IONS menu, then select TWO PLAYER z 
ee, 
je) 
nd 


choose from. (Please refer to the next chapter, Multiplayer 
Maps, for more details on the maps.) Select the level you want 
to play, then set a TIME limit if you want one. You can set the 
time limit from 5 to 15 minutes, or choose UNLIMITED if you 
plan to play for awhile, 


The next setting to choose is the KILL setting. Select 5, 10, 1,5, 
or UNLIMITED here. Selecting a kill limit will return you to the 
main menu once one of the players reaches that total, 8 


Your final choice is the screen SPLIT. Select either Vertical or 
Horizontal. This is basically personal preference. To give both 

players maximum viewing space up and down, select Vertical. If 
you prefer a wider view, select Horizontal. 


II see once you're done setting game 
SE CHARACTER screen. Each player can 


A good balance of offense and defense is important to survive, especially since you're sitting right 
next to your opponent. The following list gives you a few tips for teaching your friend a lesson. 


* Control the level—Keep control of all weapons an 
Develop a en that allows you to sweep the map for. the go 
pounding on your opponent. 


art of circle strafi 


bd Learn the Is—The six multiplayer maps pr 
somewhat similar, but weapon placement is alv 
map early on, and get used to the layout. 


Kd $nag the health—Health is the difference between victory and defeat. Yo 
be ien one that picks it up, so time your pass through an. area so that yo 
grab the health just after it appears. 


* Avoid traps—Weapons placed on high ledges, health in out-of-the 
and other difficult things make you an easy target. Avoid going after them 
unless you have no choice. 


id Be unpredictable —Don't get into a rut and play { 
your tactics to keep your opponent guessing. 


* Select high impact weapons—You may only get on “shot at t the oth 
make it count. Use the most powerful weapon you can find to mak 
he doesn't get up. 


hd Use height ee your advant 


drone can be ep to your advantage. Drive your oppongs into them and | 
the level do your work for you. On 


Multiplayer ps 


The six maps designed for two-player Dukematch are set in all the time periods Duke 
visits. They are actually the six-challenge stages with weapons and items added for 
two-player battles. This will give you a brief rundown on each map. 


gi 


e Old West rules again. Mesa consists of several side 
ambers where the two-player start and re-spawn, as well 
an open arena with brick platforms scattered 


throughout. A Gatling gun is the prize on the central 
‚platform. Below the arena are four tunnels that meet under 
1 sits. The 


Ee the center of the room, where an atomic 
8 ann a ml Gatling gun is the most ee weapon here. You will 


shotguns, throwing knives, and a few bundles of dynamite as well, but don't 


and a blue one. Each st these areas has a Gatl 
on a plaa: in oe center. There are-passages that 
around the courtyard 


The Dungeon is the arena where you \ 
RPG in the regular game. There are outer hallways that 
connect and enable you to drop down to the lower level, 


where you'll find an RPG and Energy Wea 


platform in the center of the le 

center you can drop through to reach 

well. This level has plenty of turns, so it’ easy to avoid 
enemy fire. Use the RPG to blast walls next to corners 


Ë 
| 


and obliterate your opponent. 


The Coliseum is the arena where you won the Super 
Zapper. It consists of two side chambers with combat 
shotguns and armor inside, and throwins es just 
outside. The arena holds energy weapons, 

high overhead. In the 
alcoves on either end, are RPGs and ammo for them. 
The coliseum floor is a killing ground—don't go out 
there unless you're locked and loaded. Control the 
RPGs and jetpack to win this 


e first challenge stage, where you won the 
e pistol. There are plenty of hiding places here. 


is the most crucial. The 


g; don the lower level are some p 


b 


s, ammo, a Gatling gun, and shotgun. If your 


pponent goes down there, wait for them to come out and 


‘blast them. Control the atomic healthrto keep your edge. 


The final multiplayer level is the chicken factory where you 
won the high-temp flamethrower. Avoid getting into areas 
you have to climb out of in this level, which translates to 
staying on the stairs above the floor. If you can manage 
this, your opponent won't stand a chance. Grab the 
dynamite and lob it down on ‘em while they scramble 


around to get upstairs. Height is definitely to your 


ARENA NN eed 


advantage here. 
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